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Precautions 

• Do not touch the surface of the disc when handling, hold it by the edge. • To keep the disc clean, wipe gently with a soft cloth. • 
Keep the disc scratch free. • Keep the disc away from extremes of temperature, direct sunlight or exposure to excessive moisture. • 
Never use a cracked or warped disc or one that has been repaired using adhesives. This could lead to operating problems. 


Epilepsy Warning 

A very small percentage of individuals may experience epileptic seizures when exposed to certain patterns or flashing lights. 
Exposure to certain light patterns or backgrounds on a monitor or while playing computer games may induce an epileptic seizure in 
these individuals. 

Certain conditions may induce undetected epileptic symptoms even in persons who have no prior history of prior seizures or epilepsy. 
If you, or anyone in your family, has an epileptic condition, consult your physician prior to playing. 

If you experience any of the following symptoms while playing a computer game: dizziness, altered vision, eye or muscle twitches, 
loss of awareness, disorientation, any involuntary movement, or convulsions, IMMEDIATELY discontinue use and consult your 
physician before resuming play. 


Piracy Notice 

Copying commercial games, such as this, is copyright infringement and is a criminal offence. 
Copying and re-supplying games can lead to a term of imprisonment for up to 10 years. 

Think of a copied game as stolen property. 

Prisoner of War'^'^ is protected by the FADE'^'^ protection system. 

If you purchase an illegal copy of the game, you will be able to play it - 
but not for long. As you play, the gameplay of a pirated copy will degrade. 

Make sure this doesn’t happen to you. 

Purchase only genuine software at legitimate stores. 


© 2002 The Codemasters Software Company Limited (“Codemasters”). All rights reserved. “Codemasters”® is a registered trademark owned by Codemasters. 
“Prisoner of War’’’^^’', “FADE’’'^'^ and “GENIUS AT PLAY’’'^^’' are trademarks of Codemasters. Ail other copyrights or trademarks are the property of their respective owners. 
FOR HOME USE ONLY. Unauthorised copying, adaptation, rental, lending, distribution, extraction, re-sale, arcade use, charging for use, broadcast, public performance 
and internet, cable or any telecommunications transmission, access or use of this product or any trademark or copyright work that forms part of this product are 
prohibited. Published by Codemasters. Developed by Wide Games Limited. 
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Place the Prisoner of Var''’'^ disc in your CD drive and close the door. ¥ait a 
few seconds for the drive to initialise. If you have Autorun enabled on 
your PC, Prisoner of ¥ar‘^'^ will automatically begin to install. 

If you don't have Autorun enabled, go to the Start Menu and select RUN. 

Type D:\setup (replace 'D' with the drive letter of your CD) and hit 'ENTER'. 

The installation program will initialise; follow the on-screen instructions 
to progress through the installation. 

Prisoner of ¥ar Launcher 

The Launcher allows you to configure Prisoner of ¥ar'^'^ for your 
computer system. Adjust the following options for optimum gameplay by 
clicking the tabs at the top of the launcher; 

Video: adjust the level of detail and screen resolution. If you 

experience choppy gameplay or the animation is not smooth, 
reduce these settings until the problem is solved. 

Controllers: reconfigure your game controls or setup a joystick or gamepad. 

The default configuration is for keyboard and mouse - see 
'Controls' for more details. 

You can also activate or deactivate the Indoor Cinematic 
Camera in this section. 

Sound: The default sound confirguration is for 'hardware'. If you 

would prefer to use software driven sound, click the 
'software' box. 
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For thousands of British and American airmen, the war was over. Brought 
down and captured behind Axis lines, their destiny was laid out for them 
until liberation came their way. Their fate - to wait for the end of the war 
in a Prisoner of ¥ar camp, the Stalag Luft. 


Under the terms of the Geneva Convention, the captured officers were 
comparatively well treated. They were provided shelter and food; Red Cross 
parcels containing necessities and small luxuries were distributed among 
them and their only primary obligation was simply to appear for roll call 
twice every day. 


Nevertheless it was unacceptable to remain in enemy hands while their 
comrades were fighting and dying to liberate Europe. Thus the final duty 
of each and every man was called into action - escape. Through the years 
of ¥¥II, hundreds of escape attempts were made. Human resourcefulness and 
ingenuity brought forth the most unlikely plans, an amazing number of 
which succeeded. Tunnels, disguises, evasion, obfuscation, confusion, 
distraction; all were used in the ongoing fight to keep the Luftwaffe 
from detecting a breakout attempt. 

For many, escape led to their demise. Shot in the process of escaping 
or recaptured and fatally punished for their commitment to freedom, 
many of the escapees did not live to see the end of the war. 

The lucky ones however, won their freedom in neutral 
or liberated territory and survived to tell the tale 
of their remarkable bravery and that of their 
brothers in arms. This is the story of one 
such hero and his desperate struggle to 
win liberation and fulfil his mission. 
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Select alternative control configurations or define your own under the 
Controllers tab on the Prisoner of ¥ar™ Launcher. 


3rd Person View - Movement & Actions 


ACTION 1 


ACTION 2 



WALK Forwards 
(away from camera) 


¥ALK Left 





¥ALK Right 


¥ALK Backwards 
(towards camera) 


Hold whilst walking; 



CROUCH RUN SNEAK 



JOURNAL PAUSE 


1st Person View 


ACTION 1 ACTION 2 



Look Around / Take Aim 
(see View Based Actions) 


Space 


Hold to activate 
1st Person View 


Tab 


Toggle 1st Person View Mode 
(see View Based Actions) 


Zoom In 

(depending on Mode selected) 




LEAN Right 


Zoom Out 

(depending on Mode selected) 
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3rd Person View - Movement & Actions 


¥ALK Forwards 
(away from camera) 



¥ALK Backwards 
(towards camera) 


Hold whilst walking; 



CROUCH RUN SNEAK 


Space I 


ACTION 1 


Right 

Ctrl 


ACTION 2 


0 E 

JOURNAL PAUSE 


Rotate 
Camera Left 


ir 




Rotate 

Camera Right 


End 


Reset camera behind 
Lewis Stone 


1st Person View 



Hold to activate 
1st Person View 



S 


Look Around / Take Aim 
(see View Based Actions) 


Toggle 1st Person View Mode 
(see View Based Actions) 


^Space^J 

ACTION 1 


Zoom In 

(depending on Mode selected) 


LEAN Left 






LEAN Right 


Right 

Ctrl 


Zoom Out 

(depending on Mode selected) 


ACTION 2 
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NAME: LEVIS STONE 


AGE: 32 


APPEARANCE: GREEN EIES, DARK HAIR 


AFFILIATION: US ARMY AIR FORCE 


RANK: CAPTAIN 



PSYCHOLOGICAL PROFILE: OVER THE COURSE OF HIS CAREER, 
STONE HAS DEMONSTRATED A DISTINCT LACK OF RESPECT FOR 
AUTHORITY. WHILE HIS INSUBORDINATION HAS OCCASIONALLY 
LANDED HIM IN TROUBLE, HIS FIERCE DETERMINATION, 
INDEPENDENCE AND RESOLVE HAVE BEEN CONSIDERED 
VALUABLE ASSETS. IT IS THESE TRAITS WHICH HAVE MADE 
HIM PERFECT FOR SOLO AND SMALL-UNIT MISSIONS. 

MISSION: HE IS TO MAKE RECONNAISSANCE BY PLANE OVER 
OCCUPIED GERMANY. REPORTS HAVE ARRIVED CONCERNING 
ACTIVITY WORTHY OF NOTE IN THE AREA OF THE STALAG LUFT 
POV CAMP. STONE IS TO INVESTIGATE FROM THE AIR AND 
REPORT BACK WITH ALL DUE HASTE. 
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New Game 

To start a new game, click NEV GAME in the Main Menu. Next select the 
Mission you want to undertake. Only the first Mission or previously 
unlocked Missions will be available. 

Load Game 

Pick up your adventure from where you last saved (see Saving your Game). 

View Chapter Grades 

Check out your success rating from previous missions (see Final Score). 

L_ Options 

' Use the Options Menu to adjust the Music Volume, Effects Volume 
— and control sensitivity. 

Secrets \ 

Activate or deactivate secrets and hidden bonus modes, unlocked 
through achieving an incredible final grade for each mission. 

Passwords 

Enter Passwords for further game unlocks, secrets and 
special features. 
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3rd Person View 


Clock 


Timed Action 
Meter 


Mini -radar 


Action activated by 
Action Button 2 



1st Person View 


Clock 



• Action activated by 
Action Button 2 / 
View Mode indicator 
■ Action activated by 
Action Button 1 


Mini -radar 


Clock 



Shows the current time of day. The green arrow on the edge of the clock 
indicates when the next scheduled event is due to occur (see Daily Routine 
in your Journal), the red arrow shows when the current event started. 



Compass 


Map 


.... Tour position 
Enemy view -cone 


Mini-Radar & Compass 

The Mini-Radar shows your current position on a map of the camp and the 
position of all enemy personnel. The view -cone of each enemy unit also 
shows the direction they are looking and their current state of alarm; 

White - all is in order Yellow - suspicious 

Pink - investigating Red - alarmed and taking action 
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Throughout your adventure, the Action Buttons initiate most of your 
actions. To execute an action simply press the appropriate Action Button 
for the Action Icon shown on screen. The available actions will vary 
according to your location - the Action Icon shown changes to reflect the 
actions that can be performed, for example; 



Talk 



Open door 



Pick up object 


Tap on wall 



Rummage in Hiding Place 
(see Using Hiding Places) 


Disguise yourself 
(see Disguises) 



Use object (example shown) 
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Timed Actions 

Some Actions take a short period of time before they are complete, for 
example picking a lock. When commencing a Timed Action, the Timed Action 
Meter will appear on the face of your clock (see 3rd Person View) - hold 
down the appropriate Action Button continuously until the Timed Action 
Meter has vanished and the task is complete. Beware, you may get caught 
during this time lapse, so make sure there are no guards around first. 

View -based Actions 

Further Actions, those dependent on your throwing abilities such as rock 
throwing or using a grappling hook, are available in 1st Person View. To 
initiate a view -based action, activate 1st Person View then toggle to the 
appropriate 1st Person View mode (see 1st Person View). Finally, perform the 
action shown by the Action Icon on screen using the Action Buttons. 
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Walking. Running & Crouching 

All movement is controlled by the ¥alk keys. To run, hold the Run key while 
pressing the Walk key. 

To sneak or move slowly while crouched, hold the Sneak while pressing the 
¥alk key, or press Crouch key to crouch down then the ¥alk key. Although 
these movements much slower than walking or running, you are quieter, much 
less visible and less likely to attract attention from guards. You'll also 
need to crouch to access low areas. 

Climbing 

Sooner or later, conventional means of getting from area to area in the 
camp are not going to be sufficient. To get over obstacles such as walls or 
fences, walk up to the bottom, press the relevant Action Button as shown on 
screen to grab hold, then press the ¥alk Forwards key to climb up and over, 
or the ¥alk Backwards key to drop down. 

Sidling 

¥hile moving around the camp, you'll want to remain as unobtrusive as 
you can, especially at night. To really hug the shadows, stay close to 
the walls so you present a low profile. ¥alk up to a wall, then press the 
Action Button that applies to the Action Icon displayed on screen to turn 
your back to it. Finally use the ¥alk keys to sidle along the wall. 

Peeking Around Corners 

So, you're creeping around the camp trying to stay out of sight. The last 
thing you want is to round a corner and bump straight into a guard, so 
check out what's there first. Sidle along a wall until you can go no further 
and you'll take a peek around the corner. Alternatively, activate 1st Person 
View and press the left or right Lean keys to sneak a look. 
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Around the camp, you'll discover places 
suitable for stashing any goods you come 
across. Remember where these are; Hiding 
Places are invaluable for making sure the 
Luftwaffe don't get their hands on your 
goodies if you're caught (see A Night in 
the Cooler). 

Stashing & Retrieving Equipment 

There are two kinds of equipment; Hand Objects and Pocket Items. Hand 
Objects are quite bulky - they won't fit in your pockets, hence they are 
rather likely to attract unwanted attention. It's probably best not to carry 
them around until you actually need them. 

Pocket Items on the other hand, can easily be hidden about your person. 
However, if you are caught, remember that a body search is routine; you 
will lose these items if apprehended. 

On the Hiding Place screen, click an item that you want to stow or retrieve, 
then click the Move Object icon at the bottom of the screen or press Return. 
You can carry one Hand Object and up to five Pocket Objects at a time. 




Mvniri' Tm 
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Throughout your adventures, your escape plan may call for you to be in a 
certain place at a certain time. To avoid playing through a full day of 
camp routine before reaching the time when you want to make your next 
attempt, utilise the Time Skip feature, available through the Pause Menu (see 
Pause Menu). 

On the Pause Menu, click 'Time Skip', then the time period you want to jump 
to and pick up the action from there. 
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A mine of very useful information, press the Journal key at any time to 
open your Journal. Click the icons at the top left and right of the screen 
to flip through Journal pages. 


Map 

As you move around the camp whilst 
scouting for possible escape routes, 
the map will expand to show any new areas 
you discover. Refer to it often. Thorough 
planning may well be your key to getting 
out with an unperforated skin. If you have 
dropped a Hand or Pocket item on the 
ground rather than storing it in one of 
your Hiding Places, the map will also display 
its location so you can easily find it again. 



Inventory 

The Inventory shows you a full list of all 
the items you are currently carrying. 

Click an item in the list to see a 
description on the right of the screen. 



Hiding Places 

The Journal entry concerning Hiding Places 
lists all of the locations you have stashed 
items and the gear stored in each. 

Click an item to view a description of it 
on the right of the screen (see also Using 
Hiding Places). 
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Ob jectives 

Any missions given to you by a fellow 
prisoner or a member of the Escape 
Committee will be listed here. Click the 
objective and further details will display 
on the right of the screen. 
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Hints 

If you don't feel that you can progress 
any further without help, go and ask the 
Escape Committee for assistance - though 
it may cost you some currency. Any hints 
they give you will be listed here until you 
successfully complete your objective. 
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Camp Routine 

Your daily routine is set by your captors. 

Most of your time is controlled by the 
regime though you'll probably find a way 
around this, but if you're in the wrong 
place at the wrong time, there'll be 
trouble. Make sure you don't miss Roll Call 
- if the headcount is down, a camp -wide 
search will ensue and punishment will be 
in order when you're caught. Also note the 
alerts on-screen telling you where you are 
- supposed to be while you're on 'reconnaissance'. 
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Distractions 

You'll never slip past the guards if they've got their eyes peeled for you. 
¥hy not cause a distraction throwing something - a rock for instance? 

To throw a rock, activate 1st Person View, take aim using the Take Aim keys 
or the mouse, then press the Action Button as illustrated on-screen. 
Alternatively, perhaps you can enlist some help from your fellow prisoners? 

Disguises 

If you are fortunate to find a method of disguising yourself, your chances 
of being apprehended in your mission are dramatically reduced. 

To apply a disguise, stand in front of a mirror and press the Action Button 
shown on screen. 


^,00'LeA 


Solitary confinement - an unpleasant experience for even the strongest - 
willed individual and a suitable punishment for any rebellious P0¥ caught 
breaking the rules. No exceptions - if you're apprehended in the wrong area, 
too far from where you should be, or involved in 'illegal' activities, any 
possessions you have to hand will be confiscated and you'll spend some time 
in the Cooler with only the rats for conversation. You will also add days 
that you can ill afford to your time spent in the camp; get caught too 
often and the war could be over before you've made it past the first fence. 


Sick Bay 

If you get spotted on your 'excursions' around the camp, you may want to 
chance that the guards haven't recognised who you are and make a break 
back to where you should be. This is highly dangerous. ¥hile there is a slim 
chance you will make it, guards are trained to shoot runaways on sight. 
¥hen you finally wake up in Sick Bay, you'll find you have lost a 
substantial amount of time off your score. 
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OK SO you've escaped and won freedom, but just how well did 
you actually do? 

At the end of each level your performance is given a 
grade. This is affected by such factors as the number 
of hints you have used, how many times you are 
apprehended or shot while escaping and the length of 
your stay in the camp. 

Didn't make the top mark? Maybe you'd better surrender to the inevitable 
and try again. 

If you do make the 'A' grade, you will be well rewarded with extra game 
features (see Secrets). 




In order to save your progress, you need to get to your bunk in your 
barracks. If you're about to embark on a dangerous escapade, make sure you 
save first. Go to your bunk and press the relevant Action Button. Follow 
the directions on-screen to complete the save. 



At any time during play, press Escape to 
open the Pause Menu and access the 
Options and Time Skip (see Time Skip), or 
quit the game. 
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Copying commercial games such as this, is copyright infringement and 
is a criminal offence. Copying and re-supplying games can lead to 
a term of imprisonment. 


Think of a copied game like stolen property. 

This Codemasters game is protected by the FADE'^'^ protection system. If you 
purchase an illegal copy of the game, you will be able to play it - but not 
for long. As you play, the gameplay of a pirated copy will degrade. 

Make sure this doesn't happen to you. 

Purchase only genuine software at legitimate stores. 

If you are aware of illegal copying or illegal distribution of games 
and want to help stamp out piracy, please telephone the ELSPA HOTLINE in 
strictest confidence on 0990 133405 or provide information anonymously at 

www.elspa.cora 
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The Codemasters Software Company Limited Software License Agreement 


IMPORTANT - READ CAREFULLY: THE ACCOMPANYING PROGRAM (WHICH 
INCLUDES COMPUTER SOFTWARE PROGRAM, THE MEDIA AND RELATED 
DOCUMENTATION IN PRINTED OR ELECTRONIC FORM) IS LICENSED TO 
YOU ON THE TERMS SET FORTH BELOW, WHICH CONSTITUTES A LEGAL 
AGREEMENT BETWEEN YOU AND THE CODEMASTERS SOFTWARE 
COMPANY LIMITED. ("CODEMASTERS"). BY USING THE PROGRAM, YOU 
AGREE TO BE LEGALLY BOUND BY THE TERMS OF THIS AGREEMENT 
WITH CODEMASTERS. 

THE PROGRAM Is protected by the copyright laws of England, 
International copyright treaties and conventions and other laws. The 
Program Is licensed, and not sold, and this Agreement confers no title or 
ownership to the Program or any copy thereof. 

1 . Limited Use License. Codemasters grants you the non-exclusive, 
non-transferable, limited right and license to use one copy of the 
Program solely for your personal use. 

2. Ownership. All Intellectual property rights In and to the Program 
(Including but not limited to video, audio and other content 
Incorporated therein) and title to any and all copies thereof are 
owned by Codemasters or Its licensors, and you receive no right or 
Interest therein other than the limited license In paragraph 1 hereof. 

YOU SHALL NOT: 

* Copy the Program. 

* Sell, rent, lease, license, distribute or otherwise transfer or make 
available to any other person the Program, In whole or In part, or use 
the Program or any part thereof In any commercial context. 
Including but not limited to use In a service bureau, "cyber cafe", 
computer gaming center or any other commercial location In which 
multiple users may access the Program. Codemasters may offer a 
separate Site License Agreement to permit you to make the Program 
available for commercial use; see the contact Information below. 

* Reverse engineer, derive source code, modify, decompile, 
disassemble, or create derivative works of the Program, In whole 
or In part. 

* Remove, disable or circumvent any proprietary notices or labels 
contained on or within the Program. 

LIMITED WARRANTY. Codemasters warrants to the original consumer 
purchaser of the Program that the recording medium on which the 
Program Is recorded will be free from defects In material and 
workmanship for 90 days from the date of purchase. If the recording 
medium of a product Is found defective within 90 days of original 
purchase. Codemasters agrees to replace, free of charge, such product 
within such period upon Its receipt of the Product, postage paid, with proof 
of the date of purchase, as long as the Program Is still being manufactured 
by Codemasters. In the event that the Program Is no longer available. 
Codemasters retains the right to substitute a similar program of equal or 
greater value. This warranty Is limited to the recording medium containing 
the Program as originally provided by Codemasters and Is not applicable 
and shall be void If the defect has arisen through abuse, mistreatment, or 
neglect. Any Implied warranties prescribed by statute are expressly 
limited to the 90-day period described above. 

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER 


WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED, 
INCLUDING ANY WARRANTY OF MERCHANTABILITY, SATISFACTORY 
QUALITY, FITNESS FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, 
AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE 
BINDING ON OR OBLIGATE CODEMASTERS. 

When returning the Program for warranty replacement please send the 
original product disks only In protective packaging and Include: (1) a 
photocopy of your dated sales receipt; (2) your name and return address 
typed or clearly printed; (3) a brief note describing the defect, the 
problem(s) you encountered and the system on which you are running 
the Program. 

LIMITATION ON DAMAGES. IN NO EVENT WILL CODEMASTERS BE LIABLE 
FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING 
FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, 
INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER 
FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, 
DAMAGES FOR PERSONAL INJURIES, EVEN IF CODEMASTERS HAS BEEN 
ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. CODEMASTER’S 
LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE 
TO USE THIS PROGRAM. SOME STATES/COUNTRIES DO NOT ALLOW 
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE 
EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL 
DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR 
LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES 
YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH 
VARY FROM JURISDICTION TO JURISDICTION. 

TERMINATION. Without prejudice to any other rights of Codemasters, this 
Agreement will terminate automatically If you fall to comply with Its terms 
and conditions. In such event, you must destroy all copies of the Program 
and all of Its component parts. 

INJUNCTION. Because Codemasters would be Irreparably damaged If the 
terms of this Agreement were not specifically enforced, you agree that 
Codemasters shall be entitled, without bond, other security or proof of 
damages, to appropriate equitable remedies with respect to breaches of 
this Agreement, In addition to such other remedies as Codemasters may 
otherwise have under applicable laws. 

INDEMNITY. You agree to Indemnify, defend and hold Codemasters, Its 
partners, affiliates, contractors, officers, directors, employees and agents 
harmless from all damages, losses and expenses arising directly or 
Indirectly from your acts and omissions to act In using the Program 
pursuant to the terms of this Agreement. 

MISCELLANEOUS. This Agreement represents the complete agreement 
concerning this license between the parties and supersedes all prior 
agreements and representations between them. It may be amended only 
by a writing executed by both parties. If any provision of this Agreement Is 
held to be unenforceable for any reason, such provision shall be reformed 
only to the extent necessary to make It enforceable and the remaining 
provisions of this Agreement shall not be affected. This Agreement shall 
be governed by and construed In accordance with the laws of England and 
you consent to the exclusive jurisdiction of the courts of England. 


If you have any questions concerning this license, you may contact Codemasters at: 


The Codemasters Software Company Limited, PO Box 6, 
Leamington Spa, Warwickshire CV47 2ZT United Kingdom. 
Tei -^44 1926 814 132, Fax -^44 1926 817 595. 



CODEMASTERS VEBSITE 

ww.coderaasters.com 

Coderaasters ' website contains game 
patches, FAQs and an online version of 
our technical support knowledgebase. 

It also has a technical support 
request form that you can use to 
request assistance with this or any 
other Coderaasters game. 

EMAIL 

custservice@coderaasters .com 

Please include your Dxdiag.txt file 
with a description of your problem. 
To do this, click on 'Start', then 
'Run', type DXDIAG and click 'Ok'. 
This will display the DirectX 
Diagnostics screen. To send the 
results, simply click on the button 
"Save all information" and save this 
as a text file. Now attach this file 
to your email. 


TELEPHONE/FAX 

Before calling ensure that you have 
checked our website for a possible 
solution and have read the Prisoner 
of MSiT™ help file which can be found 
on the Prisoner of ¥ar™ CD-ROM. 

To access the help file; 

1. Double-click on 'My Computer' on 
the Windows desktop 

2. Right-click on your CD-ROM drive 

3. Left-click on 'Explore' 

4. Double-click on 'Readme' 

Tel; 01926 816044 
Fax; 01926 817595 

Lines are open between 

0900-1730 Monday, 0800-2000 Tuesday 
to Friday, 1000-1600 Saturday 

Please ensure that you are in front 
of your PC before calling. Your PC 
should also be on and in a running 
state (i.e. not having just crashed). 


POSTAL ADDRESS 

Customer Services 
Coderaasters Software Ltd 
PO Box 6 
Leamington Spa 
Warwickshire 
CV47 2ZT 
UK 


